Differences from Gundam war:

-At the begining of the game, you can still mulligan if you don't have a generation. However, you draw 6 new cards and can only do it once.

-The defender can play an ACE during the enemy's deployment phase.

-Graphic Cards are a new type of card. They are treated as a G, but also have an effect.

-You can play only 1 G each deployment phase.

-Paying for cost:
 -The first value is the total national power. The second is how many Generations of a specific color you must roll.
 -Purple Roll Values can be paid by any color. However, if you use a color other than purple, you must roll the same amount of that color as the TNP for each Purple Roll. For example, a purple unit with 3 TNP would require three rolls of a specific color for each substitution of a purple G.

-Can play as many as you want of any type other than G as long as you can pay for them.

-Any card with a G sign (An upside down logo of it's Gundam series) can be played as a G if you remove all text from them and flip them upside down. They are considered a G instead of their type for the rest of the game.

-Playing Gundam War cards in Nex-A
 1. TNP is the same. The roll cost is the Specified National Power.
 2. When played, you must remove X cards from your hand or G's. X is the TNP. 
 3. If a card has 2 specified national powers, you can choose either one.

-New Abilities:
High Mobility
[Resident]: If this card's Detachment is attacking in a [High Mobility] Detachment, your Enemy cannot send Units that do not have [High Mobility] to the same area as this Detachment.

Swift Strike
[Resident]: If this card's Detachment is a [Swift Strike] Detachment, any Battle Damage dealt by this card's Detachment is considered to be done in [Speed-1] timing.

Assault
[Resident]: If this card's Detachment is attacking in an [Assault] Detachment, any left over Battle Damage dealt by this card's Detachment to an Enemy's Detachment is dealt to the Enemy's Nation.

Psycommu (X)
(Defense Step): Deal X Damage to an Enemy Unit that is in Battle.
This effect can only be used if there is a Character with [Trait: NT] in the same area as this card.

Ranged Weapons (X)
(Damage Resolution Step): Destroy one Enemy Unit that is in Battle with this card and has X or less Defense. 

Gain
(Damage Resolution Step): If this card is in a Battle Area, reveal the top card of your Nation. If the revealed card has the same Attribute Sign as this card, this card gains +X/+X/+X until the end of this turn. The value of X is equal to the revealed card's Roll Cost. A player can use this effect only once per turn.
If a card has no Gain Value (Only Graphic Cards do) then use the Roll cost.

Guard
To roll this card: (Step judgment damage) [0]. In that case,-X combat power force of enemy troops until the dissolution of one unit, or + X, the combat power of one unit of army troops in the war, non-warring. The value of X are the same as the value of the guard level of this card. The effect of this description, can be used only once during a turn to each player.

Remodel [A]
(Battle Phase): Replace this card with a Unit from your hand or Hangar that has [Trait: A] and TNP of X or less, Rerolled. Then scrap this card. The value of X is equal to the number of Gs you control.

Share [A]
(Normal): Look at all the cards in your Nation, take one card with [Trait: A] from there and put it in your Hangar, then shuffle your Nation. This effect can only be used in the same turn as the turn this card was played in.

Supply
(Own Attack Step): Reroll one of your own Units, other than this card.

PS Armor
[Startup]: When this card is played, it enters the field Rerolled.
[Startup]: If this card sorties for Battle, return it to your hand at the start of the next turn. If there was a Unit with [Supply] or [Supplement] in this card's Detachment, this effect will not activate.

Quick
[Constancy]: You can play this card in any Free Timing.

Battle Position
[Startup]: When this card is played, it enters the field Rerolled.

Stay
[Constancy]: You can Set this card unto your own Deployment Area.

Unique
[Constancy]: Your Deck cannot contain more than 3 cards with this Special Effect.